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Biography: 
Carola Boehm holds degrees in musicology, computer science and electrical engineering. She is currently Acting Head of Contemporary Arts, Manchester Metropolitan University Cheshire. Lecturing and researching in the area of music and music technology for more than 20 years, she has held previous positions at the University of Wolverhampton as Head of Music, University of Glasgow as Co-director of the Centre for Music Technology, the University of Mainz, the Conservatory of Music in Hannover, and the Royal Conservatory of Music in Den Haag. Her research areas include music technology education, methodologies for designing music systems, performance research and the interplay of interdisciplinarity, creativity and technology.     
Context: 
At the ICMC 2009 in Montreal I presented a paper that considered the background and context of creativity training in higher education in general and in computer music / music technology education in particular (Carola Boehm, “2084 – Brave Creative World: Creativity in the computer music curriculum”). It made a case for the need for an ‘explicit education’ of different modes of creativity and different methodologies for initiating creative processes and argued that this explicit awareness of creative methodology is not only important for professionals in  the creative arts (composers, performing artists and art practitioners) but also for developers of tools that support creative processes (computer music scientists, music software developers).
The paper gave an account of how a hands-on workshop was developed specifically for computer music / music technology related degrees enabling experiential learning of a wide variety of creative methodology. This year, I would like to ask for the opportunity to do the workshop itself, on which last year’s paper was based. It will exemplify in a hands-on experience many of the theoretical, pedagogical and contextual aspects described in the paper. It will demonstrate how a series of short exercises can provide a brief experience with a wide variety of distinct forms of creative processes to address the perceived  lack of ‘explicit education’ of different modes of creativity and different methodologies for initiating creative processes. The exercises are based on educational practices from professionals from various disciplines, amongst them contemporary arts, music, sonic art, creative writing, business studies, architecture and physical theatre.
The workshop aims to demonstrate how many neglected alternative exist within the repertoire of human experience of artistic creation and is aimed at making individuals aware of the wide diversity of artistic methodology by using only the simplest of utensils (paper, pencils, erasers, coloured pens, squared paper, pennies, everyday object and space). The exercises address both groups of individuals, those who are ‘being trained’ to design tools for creative purposes, and others, who will use tools to create content in a creative context. Participants experience a greater critical awareness of - the methodologies and techniques chosen to create something artistic - the design of tools and processes for creative productions - the understanding of creative processes in us humans - the potential diversity of interaction between tools/processes and humans in the process of being creative.
The Exercises are derived from educational professionals from various disciplines, amongst  them Linda Weintraub (Emerging Art), Liz Lochhead (poetry), Greig Missingham (architecture) , Dymphna Callery (physical theatre), de Bono and myself (computer music/music technology). Presently headings of some of the exercises are: “Breaking preformed views of our world”, “Using your destructive inclinations”, “Working with many ideas at once”, “Symmetry and Repetition”, “The unfulfilled self”, “Master / Slave”, “Collaboration and Subversion”, “Directed Chance”, “Imaginative Persona”, “Division of Labour”, “Multiple Exposure and Palimpsests”, “Governing Metaphor”, “Layering and Sequencing”, “Suggestive Ambigu¬ity”, “Choosing a mission”, “Action-Reaction”, “Collaboration 1:1 and 1:many”, “Hierarchic assignment”,  “Thinking about thinking”, “multi-colour hat methods”, etc.     See Carola Boehm, “2084 – Brave Creative World: Creativity in the computer music curriculum”, ICMA, Montreal 2009.
Other details
Duration: 




A room with flexible table layout. Preferably round tables for 5 people at a table. Additional space for movement, as there will be some "movement activities".

 


